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GAMING USING TERMINATING ROAMING
WILD POSITIONS

FIELD OF THE INVENTION

This mvention relates in general to gaming systems and
processes, and more particularly to gaming systems and pro-

cesses employing roaming wilds that terminate at a home
position.

BACKGROUND OF THE INVENTION

Gaming devices such as slot machines have been in use in
the U.S. for over a century. Notwithstanding the similarity of
the symbols and reels associated with the slot machines of
both today and yesteryear, modern day slot machine imple-
mentations are markedly different than their mechanical
ancestors. This dramatic implementation disparity results pri-
marily from the advent of computers and video capabilities.
These additional capabilities provide for a greater range of
implementation possibilities for the creative and mnovative
games devised by their creators. While 1t may be true that a
primary motivator for people to play gaming devices may be
the chance to win monetary or other prizes (in the case of
legalized gambling), the intrigue and excitement of playing
these newly created machines lures people as well. It 1s there-
fore important in the gaming industry that gaming 1mnova-
tions be rolled out to the participating public.

Conventionally, participation 1n standard slot machines
involves mmitiating the rotation of multiple reels, and allowing
the machine to randomly stop the reel rotation such that
associated reel symbols line up a payline. If the symbols on
that payline correspond to a predetermined symbol combina-
tion, the participant wins an amount corresponding to the
particular symbol combination. For multi-lined paylines, a
coin or other token may be played for any one or more of the
available paylines, and each of the paylines may provide a
winning payout. When this occurs, the slot machine pays out
according to the payoil table posted on the slot machine. The
payoll table mforms players of the winning symbol combi-
nations for that machine, and what each combination pays
based on the number of coins allocated for the spin. If a
winning combination occurs, the machine releases money or
tokens into a payout chute, or may award the winnming amount
onto a credit meter for the player. For example, 1f a player
mitially wagered three coins and that player won a high
payout, that player may receive fifty coins ol the same
denomination 1n return, or may receive lifty credits for con-
tinued play.

It 1s a continual effort in the gaming industry to develop
ways to afttract and captivate players in playing gaming
machines, such as slot games. One such manner of stimulat-
ing interest and heightening excitement has been through the
use ol “bonus™ events. Bonus events or games are used to
attract and keep players at a gaming machine. A bonus game
1s typically an additional gaming activity that 1s enabled by a
bonus-qualifying signal from an underlying or primary gam-
ing activity. Generally, a predetermined prize-winning coms-
bination of symbols in an underlying or primary game may
result 1n the player being awarded one or more bonus games.
Often the bonus event has a much higher probability of win-
ning, thereby instilling a great interest by players in being
awarded bonus events.

There are various secondary or “bonus” events known in
the art. One such bonus event allows the player to depress a
bonus spin button to allow the player one or more additional
free spins 1n which a winning payout may be made. Alterna-
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2

tively, additional, discrete bonus reels may be used for the
bonus event. In such case, a particular symbol on any one or
more of the reels stopped on a winning line may result 1n a
winning payout. In some bonus activities, the reels may be
controllable 1n a bonus play, unlike the underlying primary
gaming play. For example, the reels may be individually
stopped, and/or the reels may be rotated slower to allow the
player to attempt to stop the reel such that the prize-winming,
symbol stops on the win line. In another example, a bonus
event for a video slot machine may have a second screen
where the player 1s rewarded with a bonus game, such as
allowing the player to pick one of five different items on the
second screen, and the selected 1tem reveals a value won by
the player. In recent times, bonus events have become increas-
ingly captivating, sometimes leading the player through
video animations that provide visual and audio entertainment
while providing clever ways 1n which the participant can
receive payouts of varying quantities. After engaging in the
bonus event, play resumes 1n the underlying, primary gaming
machine.

Of these different types of bonus activities, one type
includes those bonus activities where the participant 1is
allowed to actively participate in the bonus event. For
example, participants may be allowed to make some sort of
selection 1n order to make the participant feel as though he or
she has 1n some way contributed to the ultimate result. While
this may be desirable for some participants, others are more
intrigued by the random nature of gaming devices, and may
seek an exciting manner of engaging 1in bonus activities with-
out having to figure out how to best play such a bonus round.
This participant sentiment may become increasingly preva-
lent where the bonus activity 1s entirely different from the
original, standard play of the game. For example, a standard
slot machine may have a bonus activity where an animated
series of events takes place, and the participant must try to
figure out how to effectively play the bonus round. As some
bonus activities become more and more elaborate, some par-
ticipants may be put off by the inherent complexities.

Another problem with prior art bonus activities 1s that there
1s conventionally an understood “end” of the bonus activity
that 1s sure to occur. For example, 1n a bonus round where a
participant 1s allowed to select six of twenty-four hidden
bonus amounts, the bonus round ends when the amounts
associated with the six selections have been made and cred-
ited to the participant. While 1t may be exciting for the par-
ticipant to engage 1n such a bonus round, it 1s largely due to
the participant’s knowledge that the bonus round i1s likely to
produce greater payout amounts than during standard play.
However, 1t would be desirable in the gaming industry to
provide bonus activity that 1s terminated based on random
events, where although statistically bound, can theoretically
continue indefinitely.

The present invention recognizes the strong desirability of
bonus activities in today’s gaming industry, and addresses the
aforementioned and other concerns and shortcomings of
present bonus activities. The present invention provides gam-
ing participants with an mtelligible gaming activity, which
may be employed as a primary and/or secondary (1.€. bonus)
activity, while providing an exciting, visually appealing expe-
rience for the participant.

SUMMARY OF THE INVENTION

To overcome limitations in the prior art described above,
and to overcome other limitations that will become apparent
upon reading and understanding the present specification, the
present invention discloses a gaming activity and a manner of
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providing and participating in such a gaming activity. The
present invention provides a slot game event where a display
orid with a number of grid positions 1s displayed to a game
player. One or more grid positions are defined as termination
positions. One or more wild symbols are randomly moved
through the grid positions, roaming from position to position
until they reach the termination position. Winning results are
determined using the wild symbols between moves, as gam-
ing symbols are presented at the grid positions not currently
occupied by the roaming wild symbols and/or termination
positions. The gaming 1s repeated as the wild symbols roam,
until one or more of the roaming wild symbols or all of the
roaming wild symbols are terminated.

In accordance with one embodiment of the invention, a
gaming method involves presenting a display grid may
include a plurality of grid positions to a game player. One or
more grid positions are defined as termination positions. One
or more wild symbols are moved to one of the plurality of grid
positions. Symbols are presented 1n each of the grid positions
not occupied by the one or more wild symbols between one or
more moves of the wild symbol(s). The player 1s awarded
according to a pay table based on the one or more wild
symbols and the other symbols presented after a spin. The
gaming method 1s stopped upon movement of the one or more
wild symbols to the termination positions.

The one or more wild symbols may be originated from the
termination position before moving them to the one of the
plurality of grid positions. In embodiments of the present
invention, the center grid position may be defined as the
termination position. The one or more wild symbols may be
repeatedly moved from their current grid position to adjacent
orid positions between subsequent presentations of symbols
and subsequent awardings of the player, until the one or more
wild symbols are moved to the termination position. Move-
ment of wilds from their current grid position to an adjacent
orid position may occur according to a rule set, and multiple
wild movements may occur between spins.

The probability of a number of repetitions may be deter-
mined using one or more movement rules controlling the
movement of the one or more wild symbols, or may be deter-
mined using explicit probability distributions controlling the
movement. Movement rules may include eliminating from
consideration at least one position otherwise available for a
move 1n order to adjust the odds of the game. One or more
movement rules may mclude randomly eliminating from con-
sideration at least one position otherwise available for a
move, such as randomly eliminating from consideration at
least one position away from the termination position that
would otherwise be available for a move. One or more move-
ment rules may include eliminating from consideration for a
move any position that 1s currently occupied by a wild sym-
bol. One or more movement rules may include never elimi-
nating from consideration a move to the termination position
after the first move. The one or more wild symbols may be
depicted as a cow, and a termination position symbol may be
depicted as a bam.

In another embodiment of the present invention, a display
orid may 1nclude a plurality of grid positions 1s presented to a
game player. One or more grid positions of the plurality of
orid positions are defined as termination positions. One or
more wild symbols are moved to grid positions proximate the
or1d positions associated with the one or more wild symbols
using a random process. Winning results are determined
using the one or more wild symbols and presented symbols at
the grid positions not associated with the one or more wild
symbols. Random movement of the one or more wild sym-
bols to grid positions proximate the grid positions associated
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4

with the one or more wild symbols 1s repeated until the one or
more wild symbols move to the termination position(s). Ran-
dom movement may involve movement according to a rule set
having a random component, and/or may imnvolve movement
according to a weighted probability distribution that 1s pre-

defined or determined according to a symbol’s current posi-
tion.

Randomly moving one or more wild symbols may mvolve
distinguishing one or more grid positions as respective wild
positions relative to the remaining grid positions, such as by
highlighting the one or more wild positions relative to the
remaining grid positions. Randomly moving one or more
wild symbols may involve randomly moving a visually per-
ceivable wild image to the proximate grid positions to cause
the proximate grid positions to serve as respective wild posi-
tions. The display grid may be presented using symbols of a
mechanical reel arrangement, wherein randomly moving one
or more wild symbols to grid positions proximate the grid
positions associated with the one or more wild symbols may
include distinguishing the positions of the presented symbols
from the positions of the remaiming positions of the mechani-
cal reel arrangement.

One or more movement rules may be used to randomly
climinate from consideration at least one position that would
otherwise be available for a move during the random move-
ment of the one or more wild symbols. Proximate may
include vertically adjacent, horizontally adjacent, or diago-
nally adjacent.

Devices 1n accordance with the present invention include a
casino gaming apparatus hosting a gaming activity having at
least a standard mode of operation and a bonus mode of
operation, the casino gaming apparatus including a display
orid having a plurality of grid positions. A user interface
tacilitates player participation in at least the standard mode of
operation. A processor 1s configured to enter a bonus mode of
operation 1n response to a predetermined symbol combina-
tion occurring during the standard mode of operation, and
during the bonus mode of operation to define one grid posi-
tion of the plurality of grid positions as a termination position.
A wild symbol 1s repeatedly moved to one of the plurality of
orid positions, and symbols are presented in each of the grid
positions not occupied by the one or more wild symbols for
cach repetition. The player may be awarded according to a
pay table based on the symbols presented. The game may
return to the standard mode of operation upon movement of
the one or more wild symbols to the termination position. The
casino gaming apparatus may be a slot machine, a video
poker machine, a video bingo machine, and/or a video keno
machine.

These and various other advantages and features of novelty
which characterize the invention are pointed out with particu-
larity 1n the claims annexed hereto and form a part hereof.
However, for a better understanding of the invention, its
advantages, and the objects obtained by 1ts use, reference
should be made to the drawings which form a further part
hereof, and to accompanying descriptive matter, in which
there are illustrated and described specific examples of an
apparatus in accordance with embodiments of the invention.

BRIEF DESCRIPTION OF THE DRAWINGS

The mvention 1s described 1n connection with the repre-
sentative embodiments illustrated in the following diagrams.

FIG. 1 1s a representative example of a slot game grid that
may be presented on a slot game display 1n accordance with
the present invention;
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FIG. 2-A1s a block diagram 1llustrating one embodiment in
which physical or virtual reel strips are associated with a slot
game 1n accordance with embodiments of the invention;

FI1G. 2-B illustrates a game display having a predetermined
symbol combination of four BONUS symbols that initiates a
bonus activity 1n accordance with an embodiment of the
present invention;

FIG. 3-A illustrates a display screen having a number of
video display segments showing possible exemplary paylines
in accordance with embodiments of the present invention;

FI1G. 3-B 1llustrates a display screen having a home termi-
nation segment with a wild symbol originating from the home
segment 1n accordance with embodiments of the present
imnvention;

FIG. 3-C 1llustrates a display screen having a home termi-
nation segment with a wild symbol at a segment adjacent to
the home segment during a spin of the reels 1n a bonus game
in accordance with embodiments of the present invention;

FI1G. 3-D illustrates a display screen having a home termi-
nation segment with two wild symbols in horizontally adja-
cent segments during a spin of the reels 1n a bonus game 1n
accordance with embodiments of the present invention;

FI1G. 4 1s anembodiment of a casino-style gaming device in
which the principles of the present invention may be applied;

FIG. 5 1s a block diagram of a representative computing,
system capable of carrying out operations 1n accordance with
embodiments of the invention; and

FIG. 6 illustrates a flow chart of a gaming method 1n accor-
dance with the present invention.

DETAILED DESCRIPTION OF TH
ILLUSTRATED EMBODIMENTS

L1l

In the following description of the mvention, reference 1s
made to the accompanying drawings, which form a part
hereof, and i which 1s shown by way of illustration the
specific embodiment in which the invention may be practiced.
It1s to be understood that other embodiments may be utilized,
as structural and operational changes may be made without
departing from the scope of the present invention.

Generally, the present invention 1s directed to a method and
apparatus for facilitating participation 1n a slot game, such as
that played on a slot machine or other computing apparatus.
In accordance with embodiments of the invention, a gaming
method 1nvolves presenting a display gnd, including
mechanical and/or electronic implementations, with a num-
ber of grid positions to a game player. One or more grid
positions are defined as termination positions. One or more
wild symbols are randomly moved through the grid positions,
roaming from position to position until they reach the termi-
nation position. In particular embodiments of the invention, a
“spin of the reels” occurs between every movement of the
wild symbols. However, the roaming wilds may move more
than one position between spins, or may not move between
spins. The wild symbols and termination positions may be
represented 1n various manners, including a visual image, an
amimation, lighting, or other distinguishing feature of the grid
positions. Winning results are determined using the wild sym-
bols between moves, as gaming symbols are presented at the
orid positions not currently occupied by the roaming wild
symbols. The gaming 1s repeated as the wild symbols roam,
until one or more of the roaming wild symbols are terminated.

The present invention, as described more fully below, 1s
applicable to a variety of gaming activities that are played on
a gaming machine, including slot games such as reel slots and
video slots, electronic poker and other electronic card games,
keno, bingo, craps, dice, roulette, etc. The present invention
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6

1s, however, described 1n large part in the present description
in terms of slot machines to provide an understanding of the
invention. For example, in the context of slot games/ma-
chines, the present invention allows slot game participants to
partake 1n a standard slot game, while having the opportunity
to become engaged in a bonus activity according to the
present invention. While the invention 1s particularly advan-
tageous 1n the context of slot machines, and while a descrip-
tion 1n terms of slot machines facilitates an understanding of
the 1nvention, the invention 1s equally applicable to other
gaming activities of chance as will be readily apparent to
those of skill 1n the art from the description provided herein.

More particularly, an exemplary gaming system in which
the principles of the present invention are particularly benefi-
cial includes at least one standard gaming activity, and at least
one bonus activity. For example, in the context of slot
machines, a standard gaming activity may include the normal
slot game 1 which the participant places a wager, nitiates
spinning the mechanical or electronic/video slot game reels,
and collects payouts upon the occurrence of one of a plurality
of predetermined winning symbol combinations.

A bonus activity 1s an activity that 1s often different from
the standard gaming activity, and generally occurs only at
certain times. In other words, where the standard gaming
activity 1s the gaming activity that i1s presented to the partici-
pant automatically in connection with play of the gaming
device, a bonus activity 1s not automatically presented to the
participant. Rather, the bonus activity 1s generally a special
occurrence awarded to the participant for an occurrence
resulting from standard gaming play. For example, a bonus
event may be awarded to a slot game participant 1f a resulting
symbol combination occurring during standard slot game
activity corresponds to a symbol combination determined 1n
advance to result 1n a bonus event award.

Bonus events are typically used to attract and keep players
at a gaming machine that 1s enabled by a bonus-qualifying
signal from an underlying or primary gaming activity. Gen-
erally, a predetermined combination of symbols 1n an under-
lying game may result in the player being awarded one or
more bonus games. Often the bonus event has a much higher
probability of winning, thereby instilling a great interest by
players 1n being awarded bonus events.

As 1s described more fully below, the present mvention
provides a gaming activity that may be used 1n connection
with a primary gaming activity, and/or a secondary gaming
activity such as a bonus event. Thus, while various embodi-
ments of the present invention describe aspects of the mven-
tion 1n connection with a bonus event, those skilled 1n the art
will readily appreciate from the description provided herein
that the invention may be utilized 1n a standard mode of play
(e.g., a primary gaming activity/ies), or one or more second-
ary gaming activities.

In order to provide an understanding of the operation of the
invention, FIG. 1 illustrates a representative example of a slot
game grid 100 that may be presented on a slot game display
102. Datterent slot games may exhibit a variety of different
reel charactenistics and display formats. For example, some
slot games 1nclude a conventional three-reel configuration
traditionally used in mechanical-reel slot machines. In a
three-reel configuration, three reels each having an associated
reel strip of symbols rotate vertically as viewed by the par-
ticipant. The reels stop at random locations, thereby present-
ing the participant with one or more paylines of potentially
winning symbol combinations, depending on the amount
wagered by the participant. In more recent times, this tradi-
tional reel display format has changed significantly, largely
due to the ability to present electronic reels on a display
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screen. This has resulted i a variety of different reel formats,
including greater quantities of vertically rotating electronic
reels, greater numbers of paylines, and paylines that are ver-
tical, diagonal, mixed, and/or the traditional horizontal pay-
lines. The present invention 1s applicable with any reel con-
figuration, 1ncluding symmetric and asymmetric
configurations of reels and/or grids. Therefore, the slot game
orid 100 of FIG. 1 1s shown as having an indeterminate

number of rows and columns, which can accordingly repre-
sent an indeterminate number of reels, paylines, and the like.
It should be recognized that the grid may be provided using
electronic means such as video, and/or via mechanical means
such as physical reels and associated reel strips.

The slot game grid 100 of FIG. 1 includes a number of
rows, which may represent different paylines. However, as
will be described more fully below, rows do not necessarily
correspond to paylines 1n accordance with the present mven-
tion. Each row includes one or more display segments. The
first row 1ncludes display segments 110, 112, 114, through
some predetermined number of display segments represented
by display segment 118. Similarly, a second row includes
display segments 120, 122, 124 through 128, and a third row
includes display segments 130, 132, 134 through 138.
Depending on the number of display segments, rows, pay-
lines, etc. desired, additional rows through the final row are
provided, where the final row 1includes display segments 140,
142, 144 through 148. Thus, FIG. 1 1s intended to represent a
generic slot game grid having any number or combination of
display segments.

In accordance with an exemplary embodiment of the
present invention, a predetermined pattern, number of sym-
bols, or other predetermined symbol configuration will 1ni-
tiate a secondary mode of play, referred to herein as a bonus
mode of play or bonus event. The bonus event can be nitiated
by a certain symbol combination arising on any of the pay-
lines of the slot game grid 100, or by a certain predetermined
symbol combination arising anywhere on the grid 100.

In one embodiment of the invention, the standard mode of
play may implement a first set of physical or electronic (e.g.,
virtual) reel strips, and the bonus mode of play may imple-
ment a different set of reel strips, where each reel strip pro-
vides a symbol set. Further, the standard mode of play may
implement physical or virtual reel strips where multiple
sequential symbols of the reel strip 1s provided on multiple
paylines during the standard mode of play. For example,
referring to FIG. 2-A, a slot machine 200 1s shown 1n the
standard mode of play. In this example, the standard mode
includes three paylines, shown as payline-1 202, payline-2
204, and payline-3 206. The reel strips associated with the
standard mode of play may be provided as physical strips
having symbols imprinted thereon, such that the stopping
point of the reel strip determines which symbols will fall on
the paylines 202, 204, 206. For example, a first reel strip,
RS-1 210 includes a series of symbols. This reel strip, when
stopped, presents a group of symbols on the paylines 202,
204, 206. More particularly, the symbol group 212A 1s pre-
sented across payline-1 202, payline-2 204, and payline-3
206 as seen on the slot machine 200 as symbol group 212B.
Analogously, the symbol group 214A of RS-2 216 1s pre-
sented across paylines 202, 204, 206 as symbol group 214B
on the slot machine 200; and the symbol group 218 A of RS-3
220 1s presented across paylines 202, 204, 206 as symbol
group 218B on the slot machine 200. The same may hold true
tor virtual reel strips, where the order of the symbols on the
virtual reel strip may be carried over to the order of the
symbols presented across the paylines.
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It should be noted that the particular reel strips, number of
symbols, and type of symbols presented on the reel strips 230,
232, 234 may differ from one embodiment to the next. For
example, each of the reel strips can include a different symbol
set altogether, rather than having symbols from a common
symbol set such as 1llustrated 1n FIG. 2-A. Further, the sym-
bols associated with any of the reel strips may change. For
example, after each “spin” 1n the bonus mode one or more
symbols or delineators may be changed, added, and/or
removed 1n order to move the wild symbols as they roam in
accordance with embodiments of the present invention, and/
or to present the termination position(s). Further, wild sym-
bols and/or termination positions may be delineated by 1ndi-
cations external to the “reels.” In other embodiments of the
present invention, the reel strips 230, 232, 234 may continue
to use the original symbols, and the roaming wild(s) and
termination position(s) may be presented using, for example,
lighting or other method of indicating wild positions and
termination positions to the player as the game progresses.

In the example of FI1G. 2-B, a predetermined symbol com-
bination of four BONUS symbols 1nitiates the bonus activity.
These four BONUS symbols are shown on a payline 203 of a
orid 201. It should be noted that any predetermined symbol
and/or combination of symbols may initiate the bonus activ-
ity, as well as any number of such symbols arising (e.g., one,
two, etc.) Again, for purposes of illustration, four BONUS
symbols 1n adjacent positions on a selected payline trigger the
bonus mode in the present example.

FIGS. 3-A through 3-D provide a more particular example
of a roaming wild, home terminating methodology 1n accor-
dance with embodiments of the invention. In this example, a
video display screen 300 1s provided. The video display
screen may be implemented 1n a variety of manners, includ-
ing electronically represented with outputs shown on conven-
tional electronic displays, such as a liquid crystal displays
(LCD), dot matrix, plasma, CRT, LED, electro-luminescent
display, or generally any type of video display known 1n the
art.

The display screen 300 of the embodiment illustrated 1n
FIG. 3-A includes a grid 301 including a plurality of video
display segments. In one embodiment, the grid includes five
vertical virtual reels 302, 304, 306, 308, and 310 that rotate
vertically. However, 1n a video display environment, the elec-
tronic reels need not rotate vertically, but may rotate horizon-
tally along rows, or each display segment may rotate inde-
pendently of other display segments. In this example 1t 1s

assumed that the electronic reels rotate vertically and 1n
groups defined by reels 302, 304, 306, 308, and 310.

In the standard mode of play, the reels 302, 304, 306, 308,
and 310 are electronically rotated. The reels are randomly
stopped pursuant to operation of a random number generator
(RNG) or other random operation engine. Winning symbol
combinations may be presented along a number of different
paylines. The example of FIG. 3A includes five paylines,
shown as payline-1 321, payline-2 323, payline-3 325, pay-
line-4 327, and payline-5 329. Additional paylines could be
implemented, such as along columns, particularly where the
standard mode of play randomly selects symbols at each
display segment rather than providing a continuous reel strip
for each column. In this example, payline-1 321 includes
display segments 330, 332, 334, 336, and 338. Payline-2 323
includes display segments 340, 342, 344, 346, and 348. Pay-
line-3 325 includes display segments 350, 352, 354, 356, and
358. Payline-4 327 includes display segments 310, 322, 334,
346, and 358. Finally, payline-5 329 includes display seg-
ments 310, 312, 324, 326, and 318.
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While the participant may win credits by obtaining prede-
termined symbol combinations along paylines 321, 323, 325,
327, 329 during the standard mode of play, the present inven-
tion also 1ncludes a bonus mode of play. Any predetermined
symbol criteriamay be used to invoke the bonus mode of play.
For example, the criteria may be one or more predetermined
symbols stopping at predetermined locations 1n the display
segment grid 301. An example 1s at least one predetermined
symbol stopping 1n each of the reels 302, 304, 306, 308, and
310. Another exemplary criteria 1s a predetermined number of
a predetermined symbol, regardless of where on the grid 301
these predetermined symbols present themselves. As will be
readily apparent to those skilled 1n the art from the foregoing,
description, a wide variety of options may be implemented to
invoke the bonus mode 1n accordance with embodiments of
the 1nvention.

For purposes of discussion, 1t 1s assumed that the criteria
used 1n ivoke the bonus mode 1s that a predetermined symbol
must present 1tself in each of the reels 302, 304, 306, and 308.
The example of FIG. 2 illustrates that such predetermined
symbols presented themselves during standard play on pay-
line 210. This invokes the bonus mode of play.

FIGS. 3B through 3D illustrate an exemplary embodiment
of the display screen 300 when the bonus mode 1s invoked. In
this embodiment, a Barn Bucks Bonus 1s presented to the
player, using two cow symbols originating and terminating in
a barn, the barn defined as the terminating position for the
cows. A barn 360 is 1llustrated as occupying the center grnid
position, corresponding to the position 334 of FIG. 3-A. In
FIG. 3-B, a first cow 365 1s 1llustrated as exiting the barn 360,
and moving to the position vertically adjacent the barn 360,
into position 344. In this example, both the barn 360 and the
first cow 365 are wild, meaning that they take the attributes of
any symbol such that the maximum award, or payout, is
provided to the player for each play.

FI1G. 3-C illustrates the first cow 365 at the position 344,
with the reels 302, 304, 306, 308, and 310 spinning, while the
player waits for the reels to stop and subsequently provide a
payout according to a pay table, using both the barn 360 and
the first cow 365 as wilds. After the reels 302, 304, 306, 308,
and 310 are stopped, and any accruing of awards 1s accom-
plished, or payout is completed, the first cow 365 will move to
another position on the grid, according to a rule set, as will be
turther described below. If the first cow 3635 moves back to the
terminating, or home position, (in this example, the barn 360),
the bonus play ends, and regular play resumes.

The bonus event may 1nclude a second cow 366 that roams
the grid during the bonus play, also according to the move-
ment rule set. In the case of two roaming cows 363, 366, the
bonus event may not terminate until both cows 365, 366 have
returned to the barn 360. FIG. 3-D illustrates a two roaming,
cow 365, 366 bonus event that will terminate when both cows
365,366 have returned to the barn 360. The cow’s movements
may contain some randomness to provide enhanced excite-
ment to the player, who anticipates increased awards for
extended bonus play. The probability of the length of bonus
play may be controlled using the movement rule set, such as
will be described below. The following rule set 1s one example
of rule sets that may be used to provide adjustable probabili-
ties to the wild symbol’s movements and termination(s) in
accordance with the present invention.

Moolah Barn Bucks Bonus Cow Movement Rule Set:

The Barn Bucks Bonus 1involves a one or more cows mov-
ing within a grid. For this example, two cows will designate
moving wild symbols within a 5x35 position grid. At the center
of the grid 1s a terminating position designated, 1n this case,
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the BARN. This grid position serves as both the originating
and terminating point of the cows” movements. The cows exit
the barn one at a time, and then move about the grid according
to these rules. The cows exit the bonus when their movements
lead them back to the barn. There are six “types” of gnd
positions 1n the grid. Five labeled types and the BARN. Each
of the labeled types 1s given a label A-E. The cows’ move-
ments are restricted to encourage them to exit the bonus
within an acceptable number of rounds. This may be accom-
plished by paring the list of acceptable next moves, and then
selecting randomly from the pared list. The labels of each grid
position 1n the five-by-five grid are shown 1n Table 1 below.

TABL.

L1

1

=lm|Ol®=] =
o|o|H|(Y| W
v} ol Bl W I
=l | O|l®m ]| =

In order to achieve the desired cow movement, there are
restrictions placed upon the cow’s “choices” of a next move
based upon the type of grid position 1t currently occupies.
These restrictions are listed as follows by open grid position

type

Grid position type A: These are corner grid positions with
three adjacent open grid positions. One of the adjacent B grid
positions 1s randomly selected to be eliminated as a possible
next move, leaving the other adjacent B grid position and the
adjacent D grnid position. The cow’s next move 1s selected
then randomly between the two remaining grid positions.

Type A grid position movement choices are presented 1n
Table 2.

TABL.

L1l
o

BARN

Grid position type B: These are edge grid positions that are
not a corner grid position but do border on a comer gnd
position. In this case one of the adjacent A, B or C grid
positions 1s randomly selected to be eliminated as a possible
choice, leaving four possible grid positions as a possible next
move. Thus, the D and E grid position join two grid positions
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from the (A, B, C) group to vield four choices. Type B gnid
position movement choices are presented in Table 3.

TABLE 3
A B
D
E | BARN

Grid position type C: These are edge grid positions that are
not corner grid positions and do not border corner grid posi-
tions. They are surrounded by 5 neighboring grid positions,
and 1n this case no grid positions will be eliminated as pos-
sible next moves. Type C grid position movement choices are
presented 1n Table 4.

TABLE 4
B D
C E  |BARN
B D

Grid position types D and E: These grid positions form the
iner ring ol grid positions, those that are adjacent to the
BARN. In the case of both of these types of grid positions,
tour randomly selected adjacent grid positions are removed as
possible next moves, with one notable exception. The BARN
orid position 1s not removed from the list of possible next
moves. Thus, the four removed grid positions must come

from the 7 adjacent non-BARN grid positions. Types D and E
orid position movement choices are presented 1n Table 5.

TABLE 5
A B C
B D E
C E | BARN
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TABLE 5-continued

B D E
C E BARN
B D E

In each of the above cases, the removal of grid positions
slightly increases the chance that the cow will “choose” to
move towards the barn. No two cows may occupy the same
orid position at the same time, and the first and second cow
exit the barn on the first and second round, respectively.

Rules for Multiple Cows” Movement Within a Grid

The following rules apply to movement of the roaming
wilds 1n conjunction with the grid position type rules pre-
sented above. The following movement rules will be pre-
sented for the example of two roaming, home terminating
wilds, generally referred to as 2x and 3x, designating a two
times wild cow and a three times wild cow, and therefore
provides one representative embodiment.

Rules for When the 2 Cows are on Adjacent Grid
Positions

Rules for 2x Moves

If 2x 1s on grid position type A and 3x 1s on grid position
type B, 2x will move to the open grid position type B or to D.

If 2x 1s on gnd position type A and 3x 1s on grid position
type D, 2x will move to either grid position type B.

If 2x 1s on grid position type B and 3x 1s on grid position
type A, 2x can move to the open B grid position, the C grid
position, the D grid position or the E grid position.

If 2x 1s on gnd position type B and 3x 1s on grid position
type B, 2x can move to the A grid position, the C grid position,
the D grid position or the E grid position.

If 2x 1s on grid position type B and 3x 1s on C, 2x can move
to either the open grid position type B grid position, the A grid
position, the D grid position or the E grid position.

If 2x 1s on gnd position type B and 3x 1s on grid position
type D, 2x can move to the open B grid position, the A grid
position, the C grid position or the E grid position.

If 2x 1s on grid position type B and 3x 1s on grid position
type E, 2x can move to the open B grid position, the A grid
position, the C grid position or the D grid position.

If 2x 1s on gnd position type C and 3x 1s on grid position
type B, the 2x can move to the open grid position type B,
either D grid position or the E grid position.

If 2x 1s on grid position type C and 3x 1s on grid position
type D, the 2x can move to the open grid position type D,
either B grid position or the E grid position.

If 2x 1s on grid position type C and 3x 1s on grid position
type E, the 2x can move to either B grid position or either D
or1d position.

If 2x 1s on grid position type D and 3x 1s on grid position
type A, 3 of the adjacent B, C and E gnid positions are
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climinated and the 2x can move to the 3 non-eliminated grid
positions or the Barn grid position.

If 2x 1s on grid position type D and 3x 1s on grid position
type B, 3 of the adjacent A, B, C, and E grid positions are
climinated and the 2x can move to the 3 non-eliminated grid
positions or the Barn grid position.

If 2x 1s on grid position type D and 3x 1s on grid position
type C, 3 of the adjacent A, B, C and E grid positions are
climinated and the 2x can move to the 3 non-eliminated grid
positions or the Barn grid position.

If 2x 1s on grid position type D and 3x 1s on grid position
type E, 3 of the adjacent A, B, C and E gnid positions are
climinated and the 2x can move to the 3 non-eliminated grid
positions or the Barn grid position.

If 2x 1s on grid position type E and 3x 1s on grid position
type B, 3 of the adjacent B, C, D and E grid positions are
climinated and the 2x can move to the 3 non-eliminated grid
positions or the Barn grid position.

If 2x 1s on grid position type E and 3x 1s on grid position
type C, 3 of the adjacent B, D and E gnd positions are
climinated and the 2x can move to the 3 non-eliminated grid
positions or the Barn grid position.

If 2x 1s on grid position type E and 3x 1s on grid position
type D, 3 of the adjacent B, C, D and E gnid positions are
climinated and the 2x can move to the 3 non-eliminated grid
positions or the Barn grid position.

If 2x 1s on grid position type E and 3x 1s on grid position
type E, 3 of the adjacent B, C, D and E grid positions are
climinated and the 2x can move to the 3 non-eliminated grid
positions or the Barn grid position.

Rules for 3x Moves

If 3x 1s on gnd position type A and 2x 1s on grid position
type B, 3x will move to the open grid position type B or to grid
position type D.

If 3% 1s on gnd position type A and 2x 1s on grid position
type D, 3x will move to either grid position type B.

If 3% 1s on grid position type B and 2x 1s on grid position
type A, 3x can move can move to the open B grid position, the
C grid position, the D grid position or the E grid position.

If 3% 1s on grid position type B and 2x 1s on grid position
type B, 3x canmoveto the A grid position, the C grid position,
the D grid position or the E grid position.

If 3% 1s on grid position type B and 2x 1s on grid position
type C, 3x can move to either the open B grid position, the A
orid position, the D grid position or the E grid position.

If 3% 1s on grid position type B and 2x 1s on grid position
type D, 3x can move to the open B grnid position, the A grid
position, the C grid position or the E grid position.

If 3x 1s on gnd position type B and 2x 1s on grid position
type E, 3x can move to the open B grid position, the A grid
position, the C grid position or the D grid position.

If 3x 1s on gnd position type C and 2x 1s on grid position
type B, the 3x can move to the open grid position type B,
either D grid position or the E grid position.

If 3% 1s on grid position type C and 2x 1s on grid position
type D, the 3x can move to the open grnid position type D,
either B grid position or the E grid position.

If 3x 1s on gnd position type C and 2x 1s on grid position

type E, the 3x can move to either B grid position or either D
orid position.
If 3% 1s on grid position type D and 2x 1s on grid position
type A, 3 of the adjacent B, C and E grid positions are
climinated and the 3x can move to the 3 non-eliminated grid
positions or the Barn grid position.
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If 3x 1s on grid position type D and 2x 1s on grid position
type B, 3 of the adjacent A, B, C, and E grid positions are
climinated and the 3x can move to the 3 non-eliminated grid
positions or the Barn grid position.

If 3x 1s on grid position type D and 2x 1s on grid position
type C, 3 of the adjacent A, B, C and E grid positions are
climinated and the 3x can move to the 3 non-eliminated grid
positions or the Barn grid position.

If 3x 1s on grid position type D and 2x 1s on grid position
type E, 3 of the adjacent A, B, C and E grid positions are
climinated and the 3x can move to the 3 non-eliminated grid
positions or the Barn grid position.

If 3x 1s on grid position type E and 2x 1s on grid position
type B, 3 of the adjacent B, C, D and E grid positions are
climinated and the 3x can move to the 3 non-eliminated grid
positions or the Barn grid position.

If 3x 15 on grid position type E and 2x 1s on grid position
type C, 3 of the adjacent B, D and E grid positions are
climinated and the 3x can move to the 3 non-eliminated grid
positions or the Barn grid position.

If 3x 1s on grid position type E and 2x 1s on grid position
type D, 3 of the adjacent B, C, D and E grid positions are
climinated and the 3x can move to the 3 non-eliminated grid
positions or the Barn grid position.

If 3x 1s on grid position type E and 2x 1s on grid position
type E, 3 of the adjacent B, C, D and E grid positions are
climinated and the 3x can move to the 3 non-eliminated grid
positions or the Barn grid position.

Other Rules

At the start of the bonus game, on the first spin, only the 2x
COW comes out.

On spin 2, the 2x moves according the movement rules, but
never back in the barn. After the 2x moves, the 3x comes out
of the barn.

On the remaining spins, 2x checks for a neighbor and then
moves accordingly.

After 2x moves, 3x checks for a neighbor and then moves
accordingly. 3x can move to the grid position where the 2x
just left, as long as 1t 1s 1n accordance to the movement rules.

The cows can never occupy the same grid position, unless
it 1s the barn.

Both cows cannot enter the barn on the same spin. If 2x
enters the barn, 3x moves according to the “no neighbor
rules” but cannot enter the barn.

Each cow must move, unless 1t 1s 1n the barn.

If a cow enters the barn, 1t cannot come back out 1n the
current bonus game.

The above rules are intended to illustrate just one possible
rule set that may be used to provide a random movement to the
roaming wild symbol(s), while still providing control over the
probabilities associated with the game. Other rules sets, or
alterations to the above rule set, will be apparent to those
skilled in the art. For example, it may be desirable to allow the
wild symbols to occupy the same grid position. It may be
desirable to allow the wild symbols to change their multiplier
or other attribute. For example, it may be desirable to have the
wild symbol change to a scatter symbol or other desirable
symbol as the wild symbol moves through the grnid. It may be
desirable to provide two or more symbols, where only one
moves or only a limited number move.

It 1s also contemplated that random movement of the wild
symbols may be achieved through processes other than rule
sets as described above. Movement probabilities may be con-
trolled implicitly, as described above, or may be pre-deter-
mined or calculated explicitly based on a symbols current grid
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position. For example, a table, such as Table 6 below, may be
provided for each grid position to define the probability of a
wild symbol’s movement to an adjacent grid position, where
the percentages may all be different, or some may be the
same, depending on the probability distribution desired.

TABLE 6

b%
c%

a%o
Wwild |

e%

Home

d%

FI1G. 4 1s an embodiment of a casino-style gaming device in
which the principles of the present invention may be applied.
Many traditional casino table games may be provided 1n a
“video game” available via a casino-style gaming device
shown 1n FIG. 4. For purposes of explanation, the description
of the gaming device 1s FIG. 4 1s provided in terms of a slot
machine 400. However, the present invention 1s analogously
applicable to other casino-style games having the ability to
include at least one bonus activity.

The slot machine 400 1s a structure including at least a
computing system, a housing, and a display. The housing
includes a base 402 and a display device 404 to allow the slot
machine 400 to be a self-supported, independent structure.
The base 402 includes structure supporting the slot machine
400, and also includes a user interface 406 to allow the user to
control and engage 1n play of the slot machine 400. The
particular user interface mechanisms associated with user
interface 406 1s dependent on the type of gaming machine.
For example, the user interface 406 may 1include one or more
buttons, switches, joysticks, levers, pull-down handles, track-
balls, voice-activated input, or any other user input system or
mechanism that allows the user to play the particular gaming,
actvity.

The user input 406 allows the user to enter coins or other-
wise obtain credits through vouchers, tokens, credit cards,
etc. Various mechanisms for entering such vouchers, tokens,
credit cards, coins, etc. are known 1n the art. For example,
coin/token mput mechanisms, card readers, credit card read-
ers, smart card readers, punch card readers, and other mecha-
nisms may be used to enter wagers. It 1s through the user input
406 that the user can 1mitiate the standard mode of play, and
may optionally control certain aspects of the bonus mode of
play.

In the case of a slot machine, the user input may include a
plurality of buttons, e.g., button 408, which allow the user to
enter a number of credits to play, identity the number of
paylines 1n which to participate, cash out, automatically bet
the maximum amount and paylines, etc. It should be recog-
nized that a wide variety of other user interface options are
available for use in connection with the present ivention,
including pressing a button on a gaming machine, touching a
segment of a touch-screen, entering text, entering voice com-
mands, or other known user entry methodology. The particu-
lar user interface mechanism employed is not relevant to the
present invention.

The display device 404 includes a display screen 410. The
display device may take on a variety of forms depending on
what type of presentation 1s to be provided. For example, a
slot game area 420 1s provided where the standard slot gaming
activity 1s displayed. In this example, the standard slot gam-
ing activity includes five video reels 422, 423, 424, 425, and
426, and three paylines depicted as the 1 payline 428, the 2%
payline 430, and the 3% payline 432. The display segments
occur at the intersections of each video reel and payline.
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Another presentation that may be displayed on the display
screen 410 1s the bonus payout bar 440, which may optionally
be displayed only during the bonus mode of play.

Also associated with the display device 404 1s an optional
winning guide area 412, where information associated with
the potential winning symbol combinations of the standard
slot game activity may be presented. This area may also
provide an indication of the requisite symbols, symbol com-
binations, symbol locations, etc. that are required to invoke
the bonus mode 1 accordance with embodiments of the
invention. This information may be part of the display screen
410, or alternatively may be separate from the display screen
410 and provided directly on a portion of the display device
404 structure 1tself. For example, a backlit colored panel may
be used as the winning guide area 412.

The gaming machines described in connection with the
present 1nvention may be independent casino gaming
machines, such as slot machines or other special purpose
gaming kiosks, video games, or may be computing systems
operating under the direction of local gaming software and/or
remotely-provided software such as provided by an applica-
tion service provider (ASP). The casino gaming machines
utilize computing systems to control and manage the gaming
activity. An example of a representative computing system
capable of carrying out operations in accordance with
embodiments of the mvention 1s illustrated in FIG. S.

Hardware, firmware, software or a combination thereof
may be used to perform the various gaming functions, display
presentations and operations described herein. The functional
modules used in connection with the mnvention may reside in
a gaming machine as described, or may alternatively reside on
a stand-alone or networked computer. The computing struc-
ture 500 of FIG. 5 15 an example computing structure that can
be used 1n connection with such electronic gaming machines,
computers, or other computer-implemented devices to carry
out operations of the present invention.

The example computing arrangement 500 suitable for per-
forming the gaming and bonus group elimination functions 1n
accordance with the present mvention typically includes a
central processor (CPU) 502 coupled to random access
memory (RAM) 3504 and some variation of read-only
memory (ROM) 506. The ROM 3506 may also be other types
of storage media to store programs, such as programmable
ROM (PROM), erasable PROM (EPROM), etc. The proces-
sor 502 may communicate with other internal and external
components through input/output (1/O) circuitry 508 and bus-
sing 310, to provide control signals, communication signals,
and the like.

Random numbers and processors govern chance-based
gaming systems such as slot machines, in which the present
invention 1s applicable. Electronic reels are used to display
the result of the digital reels, which are actually stored in
computer memory and “spun’ by a random number generator
(RNG). RNGs are well known 1n the art, and may be imple-
mented using hardware, software operable 1n connection with
the processor 502, or some combination of hardware and
software.

In accordance with generally known technology 1n the field
of slot machines, the processor 502 associated with the slot
machine, under appropriate program instruction, can simu-
late the vertical rotation of multiple reels. Generally, the RNG
continuously cycles through numbers, even when the
machine 1s not being played. The slot machine selects, for
example, three random numbers. The numbers chosen at the
moment the play 1s initiated are typically the numbers used to
determine the final outcome, 1.e., the outcome 1s settled the
moment the reels are spun. The resulting random numbers are
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generally divided by a fixed number. This fixed number 1s
often thirty-two, but for slot machines with large progressive
jackpots itmay be even greater. After dividing, the remainders
will be retained. For example, 11 the divisor were one-hundred
and twenty-eight, the machine would have three remainders
ranging {rom zero to one-hundred and twenty-seven. The
remainders may be considered as stops on virtual reels. It the
divisor was one-hundred twenty-eight, then the virtual reels
would each have one-hundred twenty-ei1ght stops with each
stop being equally likely. Each stop on the virtual reel may be

mapped to a stop on an actual reel or displayed reel image.
These reel images may then be displayed on the display 520.

The present invention 1s operable using any known RNG,
and may be 1ntegrally programmed as part of the processor
502 operation, or alternatively may be a separate RNG con-
troller 540. RNGs are well known 1n the art, and any type of
RNG may be implemented for the standard mode of play
and/or the bonus mode of play 1n accordance with embodi-
ments of the invention.

The computing arrangement 500 may also include one or
more data storage devices, including hard and floppy disk
drives 512, CD-ROM drives 514, and other hardware capable
of reading and/or storing information such as DVD, etc. In
one embodiment, software for carrying out the standard and
bonus gaming operations in accordance with the present
invention may be stored and distributed on a CD-ROM 516,
diskette 518 or other form of media capable of portably stor-
ing information. These storage media may be iserted into,
and read by, devices such as the CD-ROM drive 514, the disk
drive 512, etc. The software may also be transmitted to the
computing arrangement 500 via data signals, such as being
downloaded electronically via a network, such as the Internet.
Further, as previously described, the software for carrying out
the functions associated with the present invention may alter-
natively be stored 1n internal memory/storage of the comput-

ing device 500, such as in the ROM 506.

The computing arrangement 500 1s coupled to the display
520, which represents a display on which the gaming activi-
ties 1n accordance with embodiments of the invention are
presented. The display 520 merely represents the “presenta-
tion” of the video mformation in accordance with embodi-
ments of the mvention, and may be any type of known display
or presentation screen, such as LCD displays, plasma display,
cathode ray tubes (CRT), etc. Where the computing device
500 represents a stand-alone or networked computer, the dis-
play 520 may represent a standard computer terminal or dis-
play capable of displaying multiple windows, frames, eftc.
Where the computing device 1s embedded within an elec-
tronic gaming machine, such as slot machine 400 of FIG. 4,
the display 520 corresponds to the display screen 410 of FIG.
4. A user input interface 522 such as a mouse or keyboard may
be provided where the computing device 500 1s associated
with a standard computer. An embodiment of a user input
interface 522 1s 1llustrated 1n connection with an electronic
gaming machine 400 of FI1G. 4 as the various “buttons™ 408.
Other user mput interface devices include a keyboard, a
mouse, a microphone, a touch pad, a touch screen, voice-
recognition system, etc.

The computing arrangement 500 may be connected to
other computing devices or gaming machines, such as via a
network. The computing arrangement 300 may be connected
to a network server 528 1n an intranet or local network con-
figuration. The computer may further be part of a larger
network configuration as 1n a global area network (GAN)
such as the Internet. In such a case, the computer accesses one
or more web servers 330 via the Internet 532.
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Other components directed to slot machine implementa-
tions include manners of gaming participant payment, and
gaming machine payout. For example, a slot machine includ-
ing the computing arrangement 500 may also include a hop-
per controller 542 to determine the amount of payout to be
provided to the participant. The hopper controller may be
integrally implemented with the processor 302, or alterna-
tively as a separate hopper controller 542. A hopper 544 may
also be provided in slot machine embodiments, where the
hopper serves as the mechanism holding the coins/tokens of
the machine. The wager mput module 546 represents any
mechanism for accepting coins, tokens, coupons, bills, credit
cards, smart cards, membership cards, etc. for which a par-
ticipant mnputs a wager amount.

FIG. 6 1llustrates a flow chart of a gaming method 600 1n
accordance with embodiments of the present invention,
which may be implemented 1n a system and/or machine as
described above. The method 600 involves presenting 610 a
display grid to a game player. One or more grid positions are
defined 620 as termination positions, which may also be
called home positions, and may further serve as origination
positions for one or more wild symbols. One or more wild
symbols are moved 630 to grid positions proximate their
current position, which may be the home/origination position
in the first round of play. Movement 630 may occur according
to movement rules established to limit the movement of the
wild symbols, and define the odds of the game, such as those
described above. Winning results are determined 640 using
the one or more wild symbols as play progresses, such as by
“spinning the reels™ for any grid position not currently occu-
pied by a wild symbol or a termination position. Movement
630 of the one or more wild symbols 1s repeated to gnd
positions proximate the grid positions associated with the one
or more wild symbols, and winning results are determined
640, until the one or more wild symbols move to the termi-
nation positions 650 and the game ends 660.

Using the foregoing specification, the invention may be
implemented as a machine, process, or article of manufacture
by using standard programming and/or engineering tech-
niques to produce programming software, firmware, hard-
ware or any combination thereof.

Any resulting program(s), having computer-readable pro-
gram code, may be embodied within one or more computer-
usable media such as memory devices or transmitting
devices, thereby making a computer program product or
article of manufacture according to the invention. As such, the
terms “‘computer readable medium,” “article of manufac-
ture,” “computer program product” or other similar language
as used herein are intended to encompass a computer program
which exists permanently, temporarily, or transitorily on any
computer-usable medium such as on any memory device or in
any transmitting device.

From the description provided herein, one skilled 1n the art
will be able to combine the software created as described with
appropriate general purpose or special purpose computer
hardware to create a computer system and/or computer sub-
components embodying the invention, and to create a com-
puting system and/or computer subcomponents for carrying
out methods of the mvention.

Many modifications and variations are possible in light of
the above teaching. For example, the present invention 1s not
limited to what 1s traditionally known as “slot machines.” The
present invention 1s applicable to any gaming device allowing
participation 1n primary and/or secondary gaming activities.
Also, while the 1llustrated embodiments have been described
in large part 1n connection with a “slot machine,” other gam-
ing systems and concepts are also within the scope of the




US 7,396,279 B2

19

invention, such as video poker games, card games, lotteries,
and other casino events implementing the appropriate display
mechanism.

Further, in embodiments where the mmvention 1s 1mple-
mented 1n a primary gaming activity or other standard mode
of play, such embodiments may be configured to allow the
participant to continually engage in such a repeated elimina-
tion slot game without entering a bonus mode. In such a case,
it may be desirable to reduce the amount o the payouts, adjust
the pay table, alter the probability of terminating a roaming,
wild, or otherwise adjusting the probability of winning to
maintain desired odds of the gaming device.

As can be seen from the foregoing description, the exem-
plary embodiments of the mvention described herein have
been presented for the purposes of illustration and descrip-
tion, and many modifications and variations are possible in
light of the above teaching. The description of these exem-

plary embodiments 1s not intended to be exhaustive or to limit
the mvention to the precise form disclosed. It 1s thus not
intended that the scope of the invention be limited with this
detailed description, but rather by the claims appended
hereto.

What 1s claimed 1s:

1. A gaming method, comprising:

(a) displaying a display grid including a plurality of grnid
positions to a player;

(b) defining one or more grid positions of the plurality of
or1d positions as termination positions;

() originating one or more wild symbols from the termi-
nation positions;

(d) moving the one or more wild symbols to respective ones
of the plurality of grid positions;

() generating symbols 1n the grid positions not occupied
by the one or more wild symbols;

(1) awarding the player 1n accordance with a pay table and
based on the generated symbols and the one or more wild
symbols; and

(g) repeating steps (d) to (g) until the one or more wild
symbols move to the one or more termination positions.

2. The method of claim 1, which includes repeating (d) to
(g) until all of the one or more wild symbols move to the one

Or more termination positions.

3. The method of claim 1, wherein a center grid position 1s
defined as the termination position.

4. The method of claim 1, wherein the one or more wild
symbols are repeatedly moved from their current grid posi-
tion to an adjacent grid position between successive genera-
tions of the symbols, until the at least one of the one or more
wild symbols are moved to the termination positions.

5. The method of claim 1, wherein the one or more wild
symbols are repeatedly moved from their current grid posi-
tion to an adjacent grid position according to a rule set.

6. The method of claim 1, wherein the one or more wild
symbols are repeatedly moved from their current grid posi-
tion to an adjacent grid position between successive genera-
tions of the symbols until the at least one of the one or more
wild symbols are moved to the termination positions, the
probability of a number of repetitions determined using an
explicit probability distribution controlling the movement of
the one or more wild symbols.

7. The method of claim 1, wherein the one or more wild
symbols are repeatedly moved from their current grid posi-
tion to a non-adjacent grid position between successive gen-
erations ol the symbols until the at least one of the one or more
wild symbols are moved to the termination positions, the
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probability of a number of repetitions determined using one
or more movement rules controlling the movement of the one
or more wild symbols.

8. The method of claim 1, wherein the one or more wild
symbols are repeatedly moved from their current grid posi-
tion to an adjacent grid position between successive genera-
tions of the symbols until the one or more wild symbols are
moved to the termination positions, the probability of a num-
ber of repetitions determined using one or more movement
rules controlling the movement of the one or more wild sym-
bols.

9. The method of claim 8, wherein the one or more move-
ment rules include eliminating from consideration at least one
position otherwise available for a move.

10. The method of claim 8, wherein the one or more move-
ment rules include randomly eliminating from consideration
at least one position otherwise available for a move.

11. The method of claim 8, wherein the one or more move-
ment rules include randomly eliminating from consideration
at least one position away from the termination position that
would otherwise be available for a move.

12. The method of claim 8, wherein the one or more move-
ment rules include eliminating from consideration for amove
any position that 1s currently occupied by a wild symbol.

13. The method of claim 8, wherein the one or more move-
ment rules include never eliminating from consideration a
move to the termination position after the first move.

14. A gaming method, comprising;:

(a) defining a bonus event trigger;

(b) displaying a display grid including a plurality of gnid

positions to a player;

(c) generating symbols 1n each of the grid positions as a
base game for each play by the player, until occurrence
of the bonus event trigger;

(d) entering nto a bonus game aiter occurrence of the
bonus event trigger;

(¢) defining one position of the plurality of positions as a
termination position;

(1) origmating a first wild symbol from the termination
position, the first wild symbol moving to one of the
plurality of grid positions;

(g) generating symbols 1n the grid positions not occupied
by the first wild symbol;

(h) awarding the player according to a pay table based on
the generated symbols and the first wild symbol;

(1) moving the first wild symbol to a subsequent one of the
plurality of grid positions;

(1) repeating steps (g) to (3) until the first wild symbol
moves back to the termination position; and

(k) returning the player to the base game.

15. The method of claim 14, including: originating a sec-
ond wild symbol from the termination position, the second
wild symbol moving to one of the plurality of grid positions;
and moving the second wild symbol to subsequent grid posi-
tions.

16. The method of claim 15, wherein the first and second
wild symbols are repeatedly moved from their current grid
positions to adjacent grid positions between successive
events until the first and second wild symbols are both moved
to the termination position, wherein each event involves the
generating of the symbols 1n the grid positions and a conse-

quent awarding to the player.
17. The method of claim 15, wherein the first and second

wild symbols are repeatedly moved from their current grid

position to an adjacent grid position using a rule set.
18. The method of claim 14, wherein the first wild symbol
1s repeatedly moved from its current grid position to an adja-
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cent grid position between successive events, including the
symbol generations and the awarding the player, until the first
wild symbol 1s moved to the termination position, wherein the
probability of a number of repetitions 1s determined using an
explicit probability distribution controlling the movement of
the first wild symbol.

19. The method of claim 14, wherein the first wild symbol
1s repeatedly moved from 1its current grid position to an adja-
cent grid position between successive events, including the
symbol generations and the awarding the player, until the first
wild symbol 1s moved to the termination position, wherein the
probability of a number of repetitions 1s determined using one
or more movement rules controlling the movement of the first
wild symbol.

20. The method claim 19, wherein the one or more move-
ment rules include eliminating from consideration at least one
position otherwise available for a move.

21. The method of claim 19, wherein the one or more
movement rules include randomly eliminating from consid-
eration at least one position otherwise available for a move.

22. The method of claim 19, wherein the one or more
movement rules include randomly eliminating from consid-
cration at least one position away from the termination posi-
tion that would otherwise be available for a move.

23. The method of claim 19, wherein the one or more
movement rules include eliminating from consideration for a
move any position that 1s currently occupied by the first or
second wild symbol.

24. The method of claim 19, wherein the one or more
movement rules include never eliminating from consider-
ation a move to the termination position after the first move.

25. The method of claim 19, wherein the one or more
movement rules include removing possible moves based on a
wild symbol’s current grid position.

26. The method of claim 14, wherein a center grid position
1s defined as the termination position.

27. A gaming method, comprising;:

(a) displaying a display grid having a plurality of gnd

positions to a player;

(b) defining one or more grid positions of the plurality of
orid positions as termination positions;

() originating one or more wild symbols from the termi-
nation positions, the one or more wild symbols moving
to one of the plurality of grid positions;

(d) randomly moving the one or more wild symbols to grid
positions proximate the grid positions associated with
the one or more wild symbols;

(¢) determining winning results using the one or more wild
symbols and symbols generated at the grid positions not
associated with the one or more wild symbols; and

(1) repeating steps (d) to () until the one or more wild
symbols move to the one or more termination positions.

28. The gaming method of claim 27, further including
randomly changing the symbols associated with the grid posi-
tions not associated with the one or more wild symbols for
cach move of the wild symbols.

29. The gaming method of claim 27, wherein randomly
moving one or more wild symbols includes distinguishing
one or more grid positions as respective wild positions rela-
tive to the remaining grid positions.

30. The gaming method of claim 29, wherein distinguish-
ing one or more grid positions includes highlighting the one

or more wild positions relative to the remaining grid posi-
tions.

31. The gaming method of claim 27, wherein randomly
moving one or more wild symbols includes randomly moving,
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a visually perceivable wild image to the proximate grid posi-
tions to cause the proximate grid positions to serve as respec-
tive wild positions.

32. The gaming method of claim 27, wherein randomly
moving one or more wild symbols to grid positions proximate
the grid positions associated with the one or more wild sym-
bols includes randomly moving the one or more wild symbols
to grid positions adjacent to the grid positions associated with
the one or more wild symbol.

33. The gaming method of claim 27, wherein randomly
moving one or more wild symbols to grid positions proximate
the grid positions associated with the one or more wild sym-
bols includes randomly moving the one or more wild symbols
to grid positions within a predetermined number of grid posi-
tions relative to the grid positions associated with the one or
more wild symbols.

34. The gaming method of claim 27, wherein the display
orid includes generated symbols of a mechanical reel
arrangement, and wherein randomly moving one or more
wild symbols to grid positions proximate the grid positions
associated with the one or more wild symbols 1ncludes dis-
tinguishing the positions of the generated symbols from the
positions ol the remaining positions of the mechanical reel
arrangement.

35. The gaming method of claim 27, wherein the display
orid includes an electronic display grid, and wherein ran-
domly moving one or more wild symbols to grid positions
proximate the grid positions associated with the one or more
wild symbols includes visually moving a visually perceivable
wild 1mage to electronic grid positions proximate the elec-
tronic grid positions associated with the one or more wild
symbols.

36. The gaming method of claim 27, wherein the one or
more wild symbols are originated from the termination posi-
tions.

37. The gaming method of claim 27, wherein one or more
movement rules are used to randomly eliminate from consid-
eration at least one position that would otherwise be available
for a move during the random movement of the one or more
wild symbols.

38. The gaming method of claim 27, wherein the one or
more wild symbols are moved for a number of repetitions
before moving to the termination position, the probability of
the number of repetitions determined using one or more
movement rules controlling the movement of the one or more
wild symbols.

39. The gaming method of claim 27, wherein the winning,
results include paylines formed from one or more combina-
tions of the symbols and the one or more wild symbols.

40. The gaming method of claim 27, wherein one or more
of the termination positions serve as a wild position.

41. The gaming method of claim 27, wherein the termina-
tion position includes a home position.

42. The gaming method of claim 27, including determining
winning paylines using the one or more wild symbols and the
symbols generated 1n the grid positions not occupied by the
one or more wild symbols.

43. The gaming method of claim 27, wherein a single
termination position serves as a home position for a plurality
of moving wild symbols.

44. The gaming method of claim 27, wherein randomly
moving the one or more wild symbols to grid positions proxi-
mate the grid positions associated with the one or more wild
symbols includes randomly moving the one or more wild
symbols to grid positions adjacent the grid positions associ-
ated with the one or more wild symbols.
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45. The gaming method of claim 27, wherein randomly
moving the one or more wild symbols to grid positions proxi-
mate the grid positions associated with the one or more wild
symbols includes randomly moving the one or more wild
symbols to grid positions vertically adjacent, horizontally
adjacent, or diagonally adjacent to the grid positions associ-
ated with the one or more wild symbols.

46. The gaming method of claim 27, wherein randomly
moving the one or more wild symbols to grid positions proxi-
mate the grid positions associated with the one or more wild
symbols includes randomly moving the one or more wild
symbols to grid positions within a predetermined number of
or1d positions from current grid positions of the one or more
wild symbols.

47. The gaming method of claim 27, wherein movement of
the one or more wild symbols to grid positions proximate the
wild symbol’s current grid position includes presenting an
amimated movement of the one or more wild symbols to grid
positions proximate the wild symbol’s current grid position.

48. A casino gaming apparatus hosting a gaming activity
having at least a standard mode of operation and a bonus
mode of operation, the casino gaming apparatus comprising;:

a display device configured to display a display grid having,
a plurality of grid positions;

a user interface to facilitate player participation in at least
the standard mode of operation; and

a processor configured to operate with the display device
and user interface to:

(a) enter a bonus mode of operation 1n response to a pre-
determined symbol combination occurring during the
standard mode of operation;

(b) define a grid position of the plurality of grid positions as
a termination position;

(c) originate a wild symbol from the termination position;

(d) move the wild symbol to one of the plurality of grnid
positions;

(¢) generate symbols 1n each of the grid positions not
occupied by the one or more wild symbols

(1) award the player according to a pay table based on the
symbols generated, and

(g) repeat steps (d) to (g) until the one or more wild sym-
bols move to the termination position.

49. The casino gaming apparatus of claim 48, wherein the
processor includes a random number generator configured to
randomly select the symbols for generation in the display
or1d.

50. The casino gaming apparatus of claim 48, wherein the
casino gaming apparatus includes a slot machine, and the
standard mode of operation of the slot machine 1s a slot game.

51. The casino gaming apparatus of claim 48, wherein the
casino gaming apparatus includes a video poker machine, and
the standard mode of operation of the video poker machine 1s
a poker game.

52. The casino gaming apparatus of claim 48, wherein the
casino gaming apparatus includes a video bingo machine, and
the standard mode of operation of the video bingo machine 1s
a bingo game.

53. The casino gaming apparatus of claim 48, wherein the
casino gaming apparatus includes a video keno machine, and

the standard mode of operation of the video keno machine 1s
a keno game.

54. The casino gaming apparatus of claim 48, wherein the
processor 1s configured to originate the one or more wild
symbols from the termination position before moving the one
or more wild symbols to one of the plurality of grid positions.
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55. The casino gaming apparatus of claim 48, wherein the
processor 1s configured to recognize the center grid position
as the termination position.

56. The casino gaming apparatus of claim 48, wherein the
processor repeatedly moves the one or more wild symbols
from 1its current grid position to an adjacent grid position
between successive generations of symbols and awardings of
the player until the one or more wild symbols are moved to the
termination position.

57. The casino gaming apparatus of claim 48, wherein the
processor moves a second wild symbol to one of the plurality
ol grid positions between repetitions of successive genera-
tions of symbols, the second wild symbol terminating upon its
movement to the termination position.

58. The casino gaming apparatus of claim 57, wherein the
processor 1s configured to originate both the wild symbol and
the second wild symbol from the termination position.

59. The casino gaming apparatus of claim 48, wherein the
processor 1s configured to apply a rule set to repeatedly move
the one or more wild symbols from their current grid position
to an adjacent grid position between subsequent generations
of symbols and subsequent awardings of the player.

60. The casino gaming apparatus of claim 48, wherein the
processor 1s configured to employ an explicit probability
distribution to repeatedly move the one or more wild symbols
from their current grid positions to an adjacent grid position
between subsequent generations of symbols and correspond-
ing awardings to the player, wherein the probability of a
number of repetitions 1s determined using the explicit prob-
ability distribution.

61. The casino gaming apparatus of claim 48, wherein the
processor 1s configured to employ a rule set to repeatedly
move the one or more wild symbols from their current grid
positions to adjacent grid positions between successive gen-
crations ol symbols and corresponding awardings of the
player, wherein the probability of a number of repetitions 1s
determined using one or more movement rules from the rule
set.

62. The casino gaming apparatus of claim 61, wherein the
one or more movement rules include eliminating from con-
sideration at least one position otherwise available for a
move.

63. The casino gaming apparatus claim 61, wherein the one
or more movement rules include randomly eliminating from
consideration at least one position otherwise available for a
move.

64. The casino gaming apparatus of claim 61, wherein the
one or more movement rules mclude randomly eliminating
from consideration at least one position away from the termi-
nation position that would otherwise be available for a move.

65. The casino gaming apparatus of claim 61, wherein the
one or more movement rules include eliminating from con-
sideration for a move any position that 1s currently occupied
by a wild symbol.

66. The casino gaming apparatus of claim 61, wherein the
one or more movement rules include never eliminating from
consideration a move to the termination position after the first
move.

67. A slot machine comprising:

a display device configured to display a display grid includ-

ing a plurality of grid positions to a player; and

a processor configured to operate with the display device

to:

(a) define one or more grid positions of the plurality of grid

positions as a termination position;

(b) display one or more wild symbols originating from the

one or more termination positions;
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(c) display the one or more wild symbols moving to one of
the plurality of grid positions;

(d) generate symbols 1n each of the grnd positions not
occupied by the one or more wild symbols;

(e¢) display an award to the player according to a pay table
based on the one or more wild symbols and the symbols
generated; and

(1) repeat steps (¢) to (1) until the one or more wild symbols
move to the one or more termination positions.

68. A computer-readable medium having computer-ex-
ecutable instructions for executing a moving wild home ter-
mination bonus event in a slot game, the computer-executable
instructions performing steps comprising:

10
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(a) displaying a display grid including a plurality of grid
positions to a player;

(b) defining one or more grid positions of the plurality of
orid positions as a termination position;

(c) moving one or more wild symbols to respective ones of
the plurality of grid positions;

(d) generating symbols 1n each of the gnid positions not
occupied by the one or more wild symbols;

(e) awarding the player according to a pay table based on
the symbols generated and the one or more wild symbols
displayed; and

(1) repeating steps (¢) to (1) until the one or more wild
symbols move to the one or more termination positions.

G ex e = x
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